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ach sect of the 
humanoid, 
spacefaring race 
from the Delta 
- Quadrant known 
as the Kazon 
Collective trains on 
secret bases. One sect, the 
Kazon-Ogla, has chosen a 
rugged, inhospitable Class- 
M moon to be a base for 
their training operations. 

The name given to this 
moon by the Kazon-Ogla is 
Tarok; it is a large moon in 
close orbit around an 
unnamed, and almost 
certainly uninhabited, 
planet. The surface of the 
moon, as seen from space, 
consists of a few white 
clouds that sweep across a 
rust-brown surface. These 


Tarok is in a remote 
location, far from most 
lanes of travel. The Kazon- 
Ogla use the base only 

_ K V " HI ; 


Kar is only 13, but he is ready to be 
accepted as an adult warrior by the 
Kazon-Ogla. Training bases such as 
Tarok are designed to hone his combat 
and survival skills. 


desolate moon 


lomeuiorl 


name 

Designation 
Used For 
Location 


Wass-M moon. 

Kazon training base. 

In orbit around an 
unnamed planet. 

Rocky, desert environ¬ 
ment under cloudless 
blue sky. Few plants, 
no indigenous life 
forms apparent. 
Surface of the moon is 
covered with hidden 
weapons and traps 
placed there by Kazon. 
Standard 
Nitrogen/oxygen 
STAR TREK: VOYAGER 
‘Initiations’ 


invironment 


Tecimoiogg 


Gravity 
Atmosphere 
Starship Log 


Tarok is a Class-M moon in orbit 
around a large planet. The star 
sm in which it is located appears to 
ninhabited, ensuring that the training 
is not discovered by rival sects. 








































GALAXY 

FACTS 


Traps and weapons 
are concealed all 
over the surface of Tarok, 
hidden in places such as 
thin crevices in the rocks. 
But a keen eye can be 
trained to spot most of 
the dangers. 


A boy gains 
his Kazon name 
by killing an 
enemy or dying 
in battle. Most 
achieve this by 
their early teens. 

If a Kazon youth 
fails to gain a 
warrior name, 
he becomes an 
outcast from 
Kazon society. 

Power surges on 
Tarok interfere 
with communica¬ 
tions, making it 
initially impossi¬ 
ble for the U.S.S. 
Voyager to con¬ 
tact Chakotay. 


The rocky, desert surface of Tarok provides 
little opportunity for camouflage or shelter. 

The uneven rocks make it difficult to see over wide 
areas, and danger could lurk around every corner. 


I Traps 
are 

designed to 
take prisoners 
as well as to 
kill. One such 
device traps 
the unwary 
inside an 
energy field, 
where they 
remain 
unharmed. 


teaching these young 
recruits is the use of live 
ammunition. Defending 
themselves against 
concealed weaponry, the 
Kazon trainees either learn 
to distinguish its dangers 
or die by them. Against 
the blue, cloudless sky 
of Tarok, the Kazon-Ogla 
have perfected their art 
of war. 




These brutal conditions strongest sect, and thus 
provide the perfect training the most powerful, is the 
ground for the young Kazon one that controls the most 
men. Since the Kazon territory. There is no better 

Collective is composed of place to learn to be a 
18 separate sects whose warrior than in an 
numbers can change daily, environment which 
the strength of a sect's replicates the real 
survival depends on the battlefield; the Kazon have 
ability of its warriors. The found that the best tool for 


Many of the hidden weapons fire automatically, 
and do not need to be controlled manually. One 
such directed energy weapon shoots out a thin beam 
of deadly green light. 

Reaching 
■ a cave 

-JrAa 1 provides 

' 'iflL shelter for 

y&I HB3H the night. The 

traps are on 

-*8r jgHHK tfie surface ' 

I Hi and caves 

5^. i -such as this 
■ .-/jFV '/ Japp : • fjfl I provide 

I respite from 

\ the dan 9 ers 

outside. 


■ ■ ■■ ; ■ 


a A group of Kazon-Ogla are persuaded to help the 
- crew of the U.S.S. VOYAGER to negotiate the 
hostile and dangerous terrain of the moon's surface. 
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U rink is an important 
element of Klingon 
culture, used for 
sustenance, 
enjoyment, and for 
proving that, as a 
real Klingon, you 
can remain standing after 
consuming quantities of 
bloodwine that would fell 


any member of a weaker 
race. No Klingon meal is 
complete without the 
appropriate beverage to 
whet the appetite. Drink 
sets the mood beforehand, 
and is used afterward to 
celebrate the feast. 

Klingons are fond of 
partaking of gagh, live 


serpent worms, with 
their drinks. The worms, 
swallowed live and 
washed down with a good 
bloodwine, make for an 
especially enjoyable 
experience when good 
friends and warriors get 
together: 

The general Klingon word 


yL Drinking is an important part of Klingon social 
■ interactions, and drinking sessions are indulged in 
much more frequently than is the case among other 
races, particularly those of the Federation. 




___ 


TRADITIONAL KLINGON CUP 

Drinhing vessel 

The traditional Klingon cup has concentric rings around it and 
an extended lip, and the large handle is perfect for scooping out 
of a barrel of bloodwine. The cups are made out of a metallic 
substance, which is ideal as Klingons frequently clang them 
together violently during their raucous celebrations; glass would 
break too easily. 


Bloodwine is usually 
^ served out of lam* 


** served out of large 
barrels, from which it is 
scooped out using a metal 
tankard. During a good 
Klingon celebration, the 
barrel will be emptied more 
than once, and the wine will 
flow until the partygoers 
can no longer stand. 


The handle is 
large enough for 
a whole hand to 
be able to grip 
it. It is securely 
bolted on at the 
top and bottom. 


The wide lip 
allows for easy 
drinking - 
especially useful 
during lengthy 
Klingon 
celebrations. 


i. ’ i 
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GALAXY 

FACTS 


Replicators can be 
programmed to 
reproduce not only 
authentic Klingon 
beverages, but also the 
typical cups from which 
they are drunk. 


General Martok's 
crew aboard the 
Rotarran are 
rewarded for their 
first victory over 
the Jem'Hadar 
with a barrel of 
bloodwine. 

When Sisko, 
O'Brien and Odo 
infiltrate Ty'Gkor, 
they take drugs 
to counteract the 
effects of alcohol 
to allow them to 
drink all night and 
still stay sober. 


hand. On the eve of battle, 
in the aftermath of a 
glorious victory, or even 
following a noble defeat, 
great quantities of 
bloodwine are consumed 
by the crew. This alcoholic 
drink is not used as an 
escape from reality, but is 
partaken as part of a 
communal ritual which 
enhances the virtue of a 
Klingon warrior and helps 
to build feelings of crew 
camaraderie. 

To be asked by a Klingon 
to join in a bloodwine 
celebration is to be 
accepted as a true equal. 
But members of most 
races will be under the 
table while their Klingon 
drinking companion is still 
going strong. 


\ No Klingon 
dinner table is 
complete without 
a selection of 
beverages; many 
of these are 
alcoholic. Klingon 
teas and coffees 
are also common, 
although they do 
not always appeal 
to those who are 
accustomed to 
Federation food. 


for liquor is Hiq, which 
usually refers to ale or beer 
rather than the digestive ^^ 

noise a Klingon is likely to 
make after consuming large Space Nine. Some 
amounts of the beverage. Klingons will add Kalva, an 
Many Klingon drinks alcoholic liqueur, to raktajic 
are alcoholic, such as when it is served hot. Othe 

chech'tluth, a lusty well-known Klingon 

intoxicant. Black Ale and coffees, such as HuHqlj, 
warnog, a favorite Klingon have not gained such wide 
ale, are among the acceptance outside of the 

strongest. Breshtanti ale Klingon Empire; nor has 
is a particularly popular Dargh tea. 

alcoholic beverage among Synthehol, which is a 
hardened Klingon space substitute for alcohol 

veterans. developed by the Ferengi, 

Wine is also popular; the is a drink that is generally 
varieties that a well-stocked shunned by Klingons, 
Klingon wine cellar should particularly as sustained 
never be without include longterm use of synthehol 
boiling worm wine, leads to a very low alcohol 

bloodwine, and Klingon tolerance if the person 
firewine. tries to drink a genuinely 

Many Klingons claim alcoholic beverage. 


!§% Even after Klingon 
^ agent Arne Darvin is 
altered to look human, he 
still retains a fondness 
for Klingon beverages 
such as raktajino, a 
popular coffee-like drink. 


Officially illegal, 
Romulan Ale is a 
popular drink among 
many races, including the 
Klingons. Captain Kirk 
once shared a bottle with 
Klingon dignitaries. 


Although officially illegal, 
the potent, bright blue 
drink Romulan Ale is 
popular all over the Galaxy, 
and is especially so with 
Klingons. When Chancellor 
Gorkons party come 
aboard the U.S.S. 
Enterprise en route to 
the Khitomer peace 


The fighting ships of 
Earth's past always carried 
a ration of rum, an Earth 
alcoholic beverage, for the 
crew. Similarly, a Klingon 
Bird-of-Prey and other 
fighting ships always have 
a stock of bloodwine on 


THE KLINGON TEA CEREMONY 


A. The first step in the Klingon tea ceremony 
is to put a budding flower into each of 
the cups and two buds into the teapot. The 
poisonous tea is then poured into the cups. 

,L Worf pours tea into a smaller cup, and 
reminds Pulaski that it is among Klingons 
that love poetry achieves its fullest flower. 


The Klingon tea ceremony is a 
ritual in which two friends share 
a poisoned tea. The tea is served 
on a tray decorated with simple 
flowers, and is a ritual to test 
bravery. This ritual also offers a 
chance to share with a friend a 
look at one's mortality, and 
serves as a reminder that death 
is an experience that, like the 
tea, should be shared. 

Lt. Worf of the U.S.S. 
Enterprise shares a Klingon tea 
ceremony with his human friend 
Dr. Katherine Pulaski in 2365 
after she helps to protect his 
honor by keeping secret the fact 
that he is suffering from the 
effects of a childhood disease. 


T Pulaski innoculates herself with an antidote 
so that she may drink the deadly Klingon tei 
Their bonding is now complete. 







































Landru is the 
god of Beta III 
society, and he 
makes regular 
appearances to his 
people. But his 
control is maintained 
through telepathic 
domination. 

The people of 
Beta III dress in 
styles 400 years 
behind the current 
fashions of Earth. 

Men wear stiff suits, 
women long dresses. 
Their dress is color¬ 
less and bland. 


I | eta located in about Landru, but a record 
U star s y tem C_111 ' of his physical appearance 
is populated by has survived for millennia 
| I humanoids who in the form of light 

| are physically projections. In these 

j ij j indistinguishable images, he is tall and 
' - c ; J rom human beings, distinguished-looking, silver 
Six thousand years ago, haired but not elderly Only 
the planet's culture was the awareness of his 
extremely technologically enormous power keeps 

advanced, but the society him from seeming kindly 
was falling apart due to and benevolent 
constant warfare. A 

charismatic leader with a N61JJ Gffl Of 06908 
vision of harmony changed Landru's charismatic 
all that, his name was persona united his people. 

La f! d . ru His goal was to return the 

Not a great, deahs known culture to a sTm III tim® 


rid society of conflict In 
order to bring absolute 
tranquillity, and to maintain 
it long after his own 
passing, Landru engineered 
a computer of enormous 
power that was able to use 
telepathy to control the 
behavior of the population. 

It operated unseen, 
unknown, and unattended 
for 6,000 years. As 
generations and millennia 
passed, Landru's computer 
became, in effect, his 
people's god. It was simply 
known as'Landru', the 
mysterious but all-powerful 




psychic presence. 

By the 23rd century, the 
society of Beta III is simple 
and tranquil, but sterile. A 
typical city bears some 
resemblance to a 
community in a western 
North American city in the 
late 19th century. But 
buildings are plain and 
unadorned, and the streets 
are incredibly clean, empty 
of artifacts, and devoid of 


carriages cl 
the streets; 


W Beta III 


There is only one known ritual 
a regular event called simply "Festival", r 
essentially a series of 12-hour bacchanals; 
the Red Hour, or 6 pm, the tranquil 
scream in frenzies of p 
clothing. They indulge 


to the 'religion' of Beta III, 
Festival is 
•»; at the tolling of 
society erupts. People 
passion and violence and rent their 
. . . • in fornication, sexual assault, fist 

fights, vandalism, and other riotous behavior with an 
almost joyous abandon. They are, despite appearances, 
till under the spell of Landru's computer. Perhaps this is 
Landru s concession to human nature, and in a controlled 

nsvrh"^ f M Sh, ° n he provides the population with a 
psychologically necessary, cathartic ritual. The people 
themselves have no explanation for it, beyond believing 
it to be Landru s will." 


Government 


Ruled by an automated 
computer system 
named Landru. 
Standard gravity 
The main city visited 
by the crew of the 
U.S.S. ENTERPRISE 
appears to resemble a 
community at the level 
of the late 19th centu- 
ty in Earth’s North 
American continent. 
Lawgivers, imposing, 
hooded figures, ensure 
that Landru’s will is 
done. 

STAR TREK; The 
Original Series ‘Return 
of the Archons’ 


Environment 

Features 


^ Landru seems to know that all 
humanoids need some kind of 
release from their basic emotions. ‘ 
periodic Festival allows them to inc 
their 


more primitive passions. 


i i 
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— The people of Beta III 
/ who have been 
absorbed and follow the 
dictates of Landru lack 
basic free wilL Their inner 
life is one of quiet 
satisfaction. When 
someone unknown Comes 
into their world, he or she 
can upset the balance. 


GALAXY 

FACTS 


Landru needs the 
Lawgivers because 
some people are 
immune to or 
resist absorption. 

There is an under¬ 
ground resistance 
movement, orga¬ 
nized in triads, 
that seeks to 
remain free of 
Landru's control. 

Kirk convinces the 
Landru computer 
to self-destruct 
when he tells it 
that stifling the 
culture and 
creativity of Beta 
III is harmful. 


/i The 

Lawgivers 
are people 
telepathically 
instructed to 
root out those 
who are not "of 
The Body". They 
are menacing, 
monk-like 
figures who 
carry large, 
hollow tubes 
which are 
receptacles 
for power 
emanating from 


Landru. 


Landru computer, and its the 22nd century 

prime directive, is to by Landru's pow< 

preserve "the Good of computer. The pe 

The Body." The 'good' is ended up on the 

defined as the harmonious but the ship itsef 

■ continuation of The Body, destroyed. Not s 

; peace, and tranquillity. All the Archon's ere' 

: consideration of the needs Landru's attempt 

of the individual are them part of The 

relinquished to this goal and According to the 

even considered irrelevant mythology, wher 

by the computer. Individual Archons, as the 
personality is sacrificed to called on Beta III 

the common being of The the planet they v 

Body. Any threat to social out of control, "c 

harmony is considered an the will of Landri 

In fact, they are. Landru's the intention of the real attack on The Body, much prophesied that < 

computer generates Landru or a byproduct of like an infection. the Archons will 

telepathic commands, the computer program is t. InnnnH nf Qrrhnn According to tl 

making the people respond not certain. Illc IC y G 11U U| HI IIIUII many of the Arcl 

to compulsive, involuntary The central metaphor is Incorporated into the were killed and r 
stimuli. The goal of these that of The Body, which Landru mythology is a 'absorbed'. To be 

instructions becomes the refers to the collective of Federation starship, the is to become par 

basis for Beta III mythology, individuals composing the Archon. The Archon Body; that is, to i 

Whether this mythology is society. The purpose of the disappeared near Beta III in telepathically cor 


PI The interiors of the buildings on Beta III ( 
V are imposing and impressive. The belief 
in Landru has developed into a full scale 
religion ; the people do not realize their 'god' 
is technological rather than spiritual. 


a When a person is absorbed, he 
— or she is secured to a wall at 
the wrists by high-tech manacles; 
a ceremonially-dressed operator in 
a control booth works a console 
linked to the main computer. 


bustle of activity usually 
characteristic of a thriving 
community stirs the air. 
People move slowly 
through the city streets as 
if hypnotized. They wear 
strange smiles on their 
faces, as if. responding to 
some internal stimulus. 


■■■■■■I 








































































20 THE DOOMSDAY MACHINE 
26 PROMELLJAN BATTLE CRUISER 

SEE OTHER 

files... 

GALACTIC ARCHEOLOGY.. 

ANDROIDS. 

WEAPONS. 

STAR TREK: VOYAGER. 


.File 55 


he Pralor and Cravic vessels are the 
flagships of destruction from a war which 
has been raging for nearly 150 years. 
Although lacking the speed of an Intrepid- 
dass Federation starship, they are far 
more capable in terms of weaponry and 
defenses. The crew complement iq mad<a 


of the Pralor vessel is a silvery-blue, while 
the Cravic vessel has a more copper hue 
Otherwise, the ships appear identical. 

The center of each vessel supports a tall 
flat-topped, pyramid-like structure with various 
levels of lighted viewports along the sides. The 
underside repeats this structure, but without 
the smaller elements. The vessel appears bi¬ 
directional as both angular ends are similar. The 
number of decks is unknown, but the ship is 
slightly bigger than an Intrepid-class starship. 


The vessels are fitted with extensive 

weaponry. There are placements on the top of 
the pyramid-like structures as well as on the sti 


PRALOR AND 
CRAVIC SHIPS 

First recorded: 2372 
Crew: Robots, called 

Automated Personnel 
Units. 

Extensive 
Warp-capable, 
maximum speed 
unknown. 


Weaponry: 

Propulsion: 




^ Pralor vessels' symmetrical desic 
not obviously that of a warship. But t 
one encountered by the U.S.S. VOYAGER 
adequately equipped to defend itself. 


DORSAL VIEW 


The ships are more 
or less symmetrical , 
with four points 
coming■ out from 
a central core that 
extends upward and 
downward through 
the center of the 
vessel. 


Smaller conical structures 
extend upward from the 
side wings of the craft. 


The cone-shaped central 
structure shows evidence of 
many decks within the ship. 
It is not known exactly what 
these areas contain. 


Une arm of the ship #« 
split into two thinner 
features with an m 

extending spur - 

between them. 


liiBi 


There is no obvious 
front or back to the 
ships , suggesting 


that they are multi¬ 
directional. 


Further decks extend 
downward , below the 
level of the 'wings'. 


STARBOARD VIEW 


iiit 






























with stylized metallic heads and almost human¬ 
like features. Their uniforms are nondescript 
dark grays and appear to be constructed out of 
a thick knotted material, and their bodies 
incorporate a distinctive front panel which 
allows for easy access to internal controls. 

Their visual display is black and white; 
coloration may be of no importance to them. 

The personnel units aboard this particular 
Pralor vessel are commanded by an automated 
unit, designated Command Unit 6263. It is not 
known if the numbering system reflects rank. 
The crews of the two vessels look remarkably 
alike; they are physically strong in appearance, 
and quite tall. The only difference between the 
Pralor and Cravic units is their body color; Pralor 
are a metallic silver, the Cravic are bronze. 
Depending upon the vessel's requirements, a 
new unit can be programmed for a variety of 
functions. 


i The Pralor and Cravic ships are 
v crewed entirely by robots. These 
Automated Personnel Units are extremely 
resilient and, of course, disposable. 

wings; multiple blue star-like disruptor bursts 
can be fired in seconds. The Pralor vessel's 
subspace defense shield consists of a tight, 
resilient lattice-like net; this can block sensor 
readings from outside vessels. The ships are, 
however, capable of causing one another 
extensive damage. 

When in full tactical alert, a Pralor vessel's 
weapon systems are substantially superior to 
those of an Intrepid- class starship. The ships 
make extensive use of tactical subprocessors; 
they can compute the probability of an 
opponent's pending action, and sensors can 
determine the number of hours required to 
repair an enemy vessel as well as the most 
vulnerable place to attack. Attacks are usually 
directed at the aft shields as a means of quickly 
disabling the vessel's propulsion system. 

The vessels of both races are crewed entirely 
by Automated Personnel Units. These units 
are programmed with specific objectives; their 
primary one is the achievement of victory over 
their enemies. Their appearance is uniform, 


j#t| The Pralor and Cravic ships differ only 
w/ in hue; the robots mirror the color of 
their ship's hull. Their design appears to 
be otherwise identical. 


It is unknown exactly what the original crew 
complement was between robots and humans, 
but there are several features which illustrate a 
possible relationship. For example, the interior 
of the vessel contains life support systems 
unnecessary for robots. And now we may 
never know; the Pralor and the Cravic who built 
these ships and their robot crews are now 
extinct. They were unable to destroy the robots 
when peace was achieved, and the 'Builders', 
as the robots call their creators, were 
terminated as the robots strove to continue 
their irreversible programming to kill their 
enemies. 

Lt. B'Elanna Torres of the Federation 
starship U.S.S. Voyager NCC-74656 is the 

only known Starfleet officer ever to have been 
aboard a Pralor vessel. The last known sighting 
of a Pralor ship occurs as it fights a Cravic 
vessel; the outcome of this battle is unknown. 


The shi P s are with considerable 

w' weaponry. Their shields are 
particularly resilient, but attacks are still 
capable of causing extensive damage. 


Display screens inside the Pralor 
"v:: ship resemble nothing previously 
encountered by Starfleet, but are easily 
interpreted by the robots. 


The U.S.S. VOYAGER is able to scan 
and analyze the Pralor vessel, but 
some scans are deflected, and the 
information gained is far from complete. 


Inside the vessel is an area known as 
Reconstruction Bay Number One; it is 
here that the Automated Personnel Units 
attempt to reconstruct a prototype 
which will stop their extinction. The 
robotics lab has a collection of robotic 
arms and legs and a torsoed Command 
Unit. Resting on a platform is a wheel¬ 
like frame supporting a rotating table 
bed; this can be tilted from front to back 
to allow easy access to all areas of an 
Automated Personnel Unit during 
construction. There are various tools 
available, from phase coil 
resonators to submicron 
scanners. A large monitor at 
the front of the room may be LyB 
used for viewing schematics as t'- W 
well as monitoring activities , 

occurring outside the room. 


j^\ The Automated Personnel Units are 
designed to be efficient weapons of 
war, but they cannot self-replicate. To 
avoid extinction, they need a 'Builder'. 


^ The APU at first enlists 
~ B'Elanna Torres's help in 
creating new units, then forces 
her to continue. It is hoped 
that she can create a prototype 
which will be able to repair 
and replicate itself. 
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spook and me llulcan Hind-Held 


Spook s Vulcan lierilage lias given him many advances over humans. 


huffein have proved as useful Ihroughoul 


his Meet career as Ihe mind-meld. Lihe all Vulcans, Spoch has the abig lo see' into (he mind of another 
sentient being, thus learning their innermost thoughts - or their darkest sprite 



% P ^? f k J^ e l S to the heart of the entit 

ifselfV GER; he melds with it and sees t 
machmes' The V'GER probe also has ma 
about the meaning of its own existence. 


By mind-melding 
with the Horta on 
Janus IV, Spock 
discovers that the 
creature is only 
trying to protect her 
eggs. This leads to 
the Horta working 
with the planet's 
pergium miners to 
their mutual benefit. 


Through the mind- 
meld, Gracie the 
whale is able to 
tell Spock that 
she is pregnant. 
This knowledge 
helps to prove to 
Gillian Taylor that 
Spock and Kirk 
are not lunatics. 


Spock can mind-meld with most 
sentient creatures, even those witl 
no physical bodies. He is able to 
communicate with the Medusan 
Ambassador Kollos, who visits the 
U.S.S. ENTERPRISE in 2268. 


TOUCH A DIFFERENT MIND 


A Ml ‘nd-melds can be used to 
extract information which the 
person holding it does not want to 
disclose. When Lt. Valeris tries to 
the Peace process between 
the Klmgons and the Federation a 
mmd-meld reveals vital information 
about the planned attack. 


O ne of the most 

intimate ways in 
which a Vulcan 
can communicate 
is through the 
touch-telepathy of 
a mind-meld. 
During Spock's long and 
distinguished career on the 
U.S.S. Enterprise NCC- 
1701-D and the U.S.S. 
Enterprise NCC 1701-A, 
he has opportunities to 
meld with several different 
creatures and life forms, 
some of them very 
different to the Vulcan and 
human races from which 
he is descended. 

Spock demonstrates the 
Vulcan mind-meld to his 
human crewmates in 2266, 


when he uses the 
technique to obtain 
information from the mind 
of the deranged Dr. Simon 
Van Gelder. Although the 
mind-meld is usually 
performed between 
Vulcans as an intimate act 
of friendship or love, it can 
also be used to extract 
information without the 
other person's permission. 

On the planet Janus VI, 
in 2267, Spock attempts to 
communicate with a silicon- 
based life form who is 
attacking pergium miners. 
Using the mind-meld, he 
discovers the creature is 
called a Horta and that 
when she attacks the 
miners she is only trying 


PROFILE OH SPOCK 


Spock 

Half human, half Vulcan 

Able to mind-meld ujifh oilier 
senlienf beings. 

Spoch places bis fingers 
againsf fbe face of fbe being unto inborn 
be uiishes to mind-meld. 

Exfracfing information; 
communicating inith beings mho do nor 
use verbal communication; as a form of 
attack or self-defense; placing one's 
hafra into ihe mind of another prior to 
deafb. 

®WSvfifll l l iiiiCili)i 1 !i£!l 

Humans, Vulcans. inhales, ihe Horta Of 
Janus IV. ihe Nomad probe, Helvans 
Medusans. V’Ger. 

Wfffi Dagger of fbe Mind* [IDS] 









































Captain Kirk and Dr. McCoy 
first learn of Spock's mind¬ 
melding ability in 2266 when 
he uses it to extract information 
from the deranged Dr. Simon 
Van Gelder. 


Spock never melds with his 
father but, following Sarek's 
death, he is able to touch what 
remains of this great man 
through the mind link he shares 
with Captain Jean-Luc Picard. 


to protect her young. Thanks to 
Spock, communications are 
opened and both the miners and 
the Horta benefit. 

Spock uses the mind-meld again 
later that same year to learn more 
about a space probe called 
Nomad. Nomad has joined with 
the alien probe Tan Ru and intends 
to destroy all life that it considers 
imperfect; this knowledge allows 
Captain Kirk to talk Nomad into 
destroying itself. In 2271, a similar 
meld takes place when Spock 
ventures into the V'Ger probe to 
learn more about its origins. 

In 2268 Spock mind-melds with 


pregnant, and his knowledge of 
this secret information helps to 
convince the Institute's assistant 
director, Gillian Taylor, that his 
unbelievable tale is true. With 
Gillian's help, Spock and his 
colleagues are able to return to the 
future with the whales, and save 
the Earth from destruction. 


beautiful in the entire Galaxy. 

Perhaps one of Spock's most 
unusual mind-melds is shared with 
Grade, a humpback whale in a 
20th-century aquarium. Spock and 
his crewmates have traveled back 
to the past to obtain two of the 
creatures, extinct in their present, 
in order for them to communicate 
with a destructive probe which 
threatens Earth. Through the mind- 
meld, Spock learns that Grade is 


Medusan Ambassador Kollos, a 

creature whose appearance causes 
insanity in humans; the minds of 
the non-corporeal Medusans are 
alleged to be among the most 


More than once, Spock performs 
mind-melds on his friends and 
crewmates. One such occasion 
occurs in 2268, when he uses the 
mind-meld to convince crew 
members that the dangerous 
images projected by the telepathic 
Melkotians are not real. 

A mind-meld that has far- 
reaching consequences takes 
place in 2285. Spock mind-melds 
with Dr. McCoy to place his katra 
in the doctor's mind before he 
himself dies, enabling it to later be 
recombined with his rejuvenated 
body. However, the mind-meld that 
has the most important historical 
effect comes in 2293, when he 
forces information on the plot to 
disrupt the Federation/Klingon 
peace conference at Khitomer 
from the mind of the Vulcan traitor 
Valeris. 

More recently, in 2368, Spock 
mind-melds with Captain Jean- 
Luc Picard, allowing him to touch 
the mind of his recently-deceased 
father, Sarek, who melded with 
Picard but never with his son. At 
last, Spock is given a chance to 
close the distance between 
himself and his father that proved 
so insurmountable in life. 


When the crew of the U.S.S. Enterprise cross over 
into a world which is a dark reflection of the world 
they know, they meet a Spock who routinely 
conducts the mind-meld to extract information. He 
uses this ability with no regard for the pain it causes. 


In the Mirror Universe, there is no need to ask for 
information: if Spock wants it, he takes it. 


A CHANCE TO LIVE AGAIN 


Spock knows that 
to save the lives of 
his crewmates he 
must sacrifice his 
own. He quickly 
deposits his katra 
into Dr. McCoy, but 
with so little time 
remaining there is 
no opportunity to 
explain what he is 
doing or what 
McCoy should 
do next. 


When Vulcans die, their 
immortal spirit lives on in the 
form of their 'katra', which is 
placed into the body of a 
loved one prior to their death. 
In theory, this can then be 
rejoined with the physical 
body, but until Spock's body 
is regenerated following his 
death in 2285 the rejoining 
ceremony - the fal-tor-pan - 
has not been carried out for 
centuries. The ceremony 
proves successful. 


Sarek knows that 
Spock must have 
placed his katra 
somewhere. He 
has Kirk play 
back the ship's 
log, and the mind- 
meld is seen on 
the recording. 


Once Spock's katra has been located, it 
can be rejoined with his physical body. 
On Vulcan, a priestess mind-melds with 
Spock and McCoy simultaneously, 
transferring the katra back to Spock. 



























C hZ L ™ . ? 9 th Starfleet officers, 

* h x J ^. St m to the new station and even 
joins some of the Maquis to illegally acquire a 

mat ? X Which ma y he, P the 
U.S.S. VOYAGER get home quickly. 

O 9 V'?? rkin 9 together to overcome engineering 
problems, Carey and B'Elanna Torres put their 
personal differences behind them. Their backgrounds 
are very different, but both are excellent ena/neer^ 


Torres is the last person 
Carey would have chosen 
to take up the position; 
he regards her often 
unorthodox approach to 
engineering as dangerous, 
and the two officers find 
themselves at odds. She 
even punches him in the 
face - a scandalous 
violation of Starfleet 
protocol - because he tries 
to prevent her from 
realigning the lateral plasma 
conduit in the ship's power 
grid. Angrily nursing a 
broken nose in Voyager's 
sickbay, Carey asserts that 
Torres is out of control, and 
insists that she should be 
removed from his engine 
room. Clearly, their working 
relationship has not got off 
to a good start. 


difficult adjustment 


PERSONNEL FILES 


FILE 43 


Lieutenant Joseph Careu 

Uhnnbhn If tfff I/-..—.:, i_. , .. ■ 


Wien Hie IllSJoyagetis transported to the Delta Quadrant. We ship's Chief Engineer is one 
of manij casualties, leaving Lt. Carey as the highest ranhing engineer aboard But the job he 
considers to be bis is given to B’Elanna Toms. 


L ieutenant Joseph 

Carey is a vital 
member of the 
engineering team of 
the U.S.S. Voyager 
NCC-74656. As 
the ship begins its 
long journey back to the 
Alpha Quadrant, he fully 
expects to become the 
ship's Chief Engineer, but 
he finds the first few 
months of the journey 
extremely difficult. 

Carey is a tall, lanky 
redhead, an energetic and 
proud man. He has a long 
and distinguished Starfleet 
career behind him. When 
Voyager’s Chief Engineer is 
killed by the displacement 
wave that transports the 
ship to the far reaches of 
the Delta Quadrant, Carey 
finds himself the ship's 
senior engineering officer. 


He quickly proves 
himself to be equal to 
the challenges of a senior 
role by repairing a 
dangerous warp core 
breach. He has a 
proprietorial attitude to 
Engineering, which he 
regards as 'his', and 
naturally assumes that 
he will be made Chief 
Engineer for the journey 
home. 

Disappointment 

However, the situation 
is far from normal: many 
of the new Maquis crew 
members are assigned 
to Engineering, and 
Commander Chakotay 
advocates the promotion 
of the younger, non-ranking 
Maquis operative B'Elanna 
Torres to the post of Chief 
Engineer, disagreeing 


PROFILE ON 
LT. CRREV 


Joseph Corey 
Human mole 
Lieufenon! 

Engineer on fheftS.5. 
Voyager NCC-74656. 

When The U.S.S, Voyager s 
Chief Engineer is hilled, Corey is me 
highesfronhing Sforfleef engineer leff 
aboard. 

Prior fo his service 
on The C.S.S, Voyager, Carey has pur 
in many years of dedicated service 
inithsrarfleef 

Tarelaher' [VOV] 


A Carey has a long and distinguished 
Starfleet career, and might be 
expected to resent Torres's promotion 
but he puts his personal ambitions aside 
and gives her his full support. 





























PERSONNEL FILES ZZZ 
Lieutenant Joseph Careq 




O During their time in the Delta Quadrant, the 
VOYAGER crew are often forced to 'rough it'. 
Carey is exasperated when he finds himself digging 
for almost inedible leola roots on an unexplored planet. 

When Seska organizes an illegal M | sQQiirn imii I 

exchange for a trajector matrix, I UJJul C l|UU, l 

Carey sides with her, convinced ■ « ■ l 

that getting home to his wife and UGUrBUump COi 
two young sons is more important 
than simply following orders. 

Although Carey is not as inspired 


as B'Elanna, he is an intelligent 
engineer. When the crew have to 
retrieve a console from a Kazon 
ship, Carey suggests using an 
expander to rotate a forcefield out 
of the way. 

When the senior staff discover 
that someone in Engineering has 
contacted the Kazon-Nistrim, 

Carey is called in for questioning. 
Janeway suspects that, despite 
appearances, Carey may resent his 
treatment on the ship. Carey is 
clearly distressed by the 
suggestion that he has betrayed 
the crew, and is nervous and 
uncomfortable. Concerned, 
Janeway restricts him to quarters. 

Seska, who is actually in league 
with the Kazon, attempts to 
implicate Carey, but she is caught 
and he is proved innocent. A 
relieved Joseph Carey is allowed 
to return to duty. 


feii 


Sip 


UNDER SUSPICION 


^ Carey can 
R hardly believe 
that Captain Janeway 
seriously thinks he 
could betray VOYAGER 
and his colleagues. 


The greatest hardship 
that Carey has faced 
so far is the temporary 
suspicion that he has 
betrayed the U.S.S. 
Voyager's crew by 
selling Starfleet 
technology to the 
Kazon-Nistrim. One of 
Voyager's replicators 
has ended up on a 
Kazon ship, and the 
senior officers 
discover that a 


message has been 
sent to the Kazon 
from Carey's station. 
Carey is shocked and 
horrified at being 
questioned by the 
deadly serious Captain 
Janeway, Commander 
Chakotay, and Lt. 


Tuvok about the 
incident. The three 
suspect that Carey 
may feel bitter about 
the engineering 
promotion he was 
denied, and thus has a 
motive to betray them. 


Carey strongly denies 
the accusations, and 
to his relief he is 
exonerated when the 
culprit is ultimately 
revealed to be his 
engineering colleague, 
Ensign Seska. 


^ Until the true culprit is revealed , the 

senior crew have to place everyone under 
suspicion. Carey is subjected to questioning 
by VOYAGER's three most senior officers , but 
he denies any involvement. 


When Captain Janeway begins 
including Torres in senior level 
meetings, Carey reminds B'Elanna 
that he is the senior officer and 
that it is his responsibility to speak 
for Engineering. 

It soon becomes clear to 
Janeway, as well as Chakotay, 
that although Carey is a highly 
professional engineer, he lacks 
Torres' ability to look at problems 
laterally and develop innovative 
solutions. As a consequence, 
Captain Janeway decides that 
B'Elanna is the best candidate for 
Chief Engineer, and she is given 
the job. 


Learning to work together 


Although two Starfleet officers 
lodge formal complaints about 
Torres' rapid rise to a supervising 
position, Carey responds 
graciously; on B'Elanna's first day 
as Chief Engineer, he shakes her 
hand and promises her his 
absolute support. Torres admits 
that she will need his help, as she 
is unfamiliar with Starfleet 
protocols and with the some of the 
technological intricacies of Voyager. 

Over the following months, 

Carey and B'Elanna learn to work 
together. He works as hard as he 
can to become a valuable member 
of Torres's team. She has no 
complaints about his performance, 
and soon discovers that Carey is 
not quite the perfect Starfleet 
officer he might have seemed. 
When B'Elanna and Seska begin 
to examine ways of using Sikarian 
trajector technology without 
authorization, Carey joins them, 
suggesting that they could 
“theorize" about the technology. 


O Serving on the U.S.S. VOYAGER is a unique 

experience for many officers. Carey often finds 
himself involved in away missions he would never 
have expected\ such as gathering food supplies. 


^ During a supply-gathering mission, 


Seska contacts the Kazon-Nistrim. 
Carey falls under suspicion, but is totally 
innocent; he was collecting apples. 
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Statal and InerTial Suslems 

I* 0 ™ 0 ! s P ace W aboard a starship relies or the sinichiral and inertial Mrr — 


ilormal space flight aboard a starship relies on the structural and inertial 
damping sgsfems to provide a smooth ride for the crew. Without these 
systems, the ship and people on hoard mould he destroyed. 


O perating at warp and impulse speeds 
places the structure of a Galaxy- class 
starship such as the U.S.S. Enterprise 
NCC-1701-D under enormous strain. 
Although the ship's spaceframe is built 
to the highest standards, this in itself is 
not sufficient to resist the stresses 
generated by the propulsion systems. The 
structure of the ship is reinforced by a network 
of forcefields, known as the structural 
integrity field (SIF). 

The forcefields are distributed around the 
hull by a network of molybdenum-jacketed 
triphase waveguides. Conductive elements 
are built into all the major structural elements 
of the ship, and when the field is active it can 
increase their loadbearing capacity by as much 
as 125,000 percent. Other feeds increase the 
structural integrity of the rest of the hull. 

Powerful generators 

The structural integrity field is generated by 
five field generators. Two of these are located 
on Deck 32 in the engineering hull' the 
remaining three are on Deck 11 in the saucer 
section. There are also two backup generators, 
one in each hull; these can provide 55 percent’ 
of the maximum rated power for as Iona as 
12 hours. 

Each of the generators is made up of 20 
12-megawatt graviton polarity generators which 
feed two 250 millicochrane subspace field 


distortion amplifiers. The generators produce 
an enormous amount of heat, but this is 
dissipated by a pair of continuous-duty liquid 
helium loops, which can disperse 300,000 
megajoules per hour. 

The generators are designed to go 1,500 
hours between routine services. They normally 

° n 3 Cycle of 36 hours on and 24 hours 
ott. When the generators are down they are 
degaussed and undergo routine maintenance. 
At least one generator in each hull is in 
operation at all times. If the ship is required to 
perform unusually stressful activities, more 
generators can be brought online as necessary. 
During Red and Yellow Alerts all the generators 
are on standby ready for immediate activation. 

This is important because the structural 
integrity field is an essential part of the ship's 
defenses, and can compensate for most hull 
breaches. The damaged area is instantly sealed 
with a forcefield, equalizing the pressure on the 
entire vessel. In emergencies, additional power 
can be diverted to the structural integrity field 
from other sources, such as the warp engines. 

If necessary, other systems can draw on the 
power of the structural integrity field 
generators, but this is rarely done because if 
the structural integrity field fails, it almost 
invariably leads to the disintegration of the ship 
Moving at great speeds also has serious 
implications for the safety of the crew. The 
impulse drive produces enormous pressures 



O E %'y ™ ar P drive ships, like the PHOENIX, 

the crudelhlertial* harn . esses to compensate for 
tne crude inertial damping technology. Any shin 

approaching light speed must have a damping P 

systemtoprevent the crew from being crushed. 



SpHUS n lliimiBSPOil 


The structural integrity of a starship must 

attafu n a,nta,n ?d' especially when under 
° ace , a sh 'P s hull or saucer has been 
breached, a forcefield immediately seals the 
damaged area to prevent more casualties 


Areas of the ship which 
do not face forward are 
normally under the least 
stress. 






The forward motion of the ship at 
high speeds places tremendous stress 
on various parts of the shipframe, as 
indicated by green lines. 




The structural integrity system 
reinforces the shipframe with a 
network of forcefields which make 
it strong enough to resist the 
massive forces exerted on it. 























Structural and Inertial Systems 




A ciose-up of the bridge of a Galaxy -class 
ship shows the invisible gravitational field 
set up by the inertial damping field (IDF) 
system. 


The IDF systems, which 
operate in conjunction with 
the structural integrity field, 
are located in various areas. 


The massive fc 
applied to the 
bridge of a stai 
are countered: 
the gravity 
generated by 
the IDF system 
(in blue). 


The main IDF 
systems are located 
throughout the 
ship in both the 
saucer section and 
the primary hull. 


Inertial dampers are one of the most 
important systems on a starship. 
Without them, the crew would be 
pulverized. 



which propel the vessel. 
Without some form of 
protection, the human body 
would be incapable of resisting 
the kind of forces involved, 
and would be pulverized. 
Starships prevent this from 
happening by using a series of 
variable symmetry forcefields 
which absorb inertial forces. 
This network of forcefields is 
known as the inertial 
damping system, without it 
even the most basic 
interstellar journey would be 
impossible. The inertial 
damping system works in 
concert with the structural 
integrity field. 

Separate systems 

The two systems have 
independent generators. 

Power for the inertial dampers 
is provided by six generators, 
two in the Engineering Hull on 
Deck 33, and four in the 
Primary Hull on Deck 11. A 
further six generators provide 
an emergency backup, three 
in each hull. Each of the 
generators has a cluster of 
12 500-kw graviton polarity 
sources which feed a pair of 


O Starships 
must be 
equipped to 
handle all 
types of space 
phenomena 
and their 
possible 
dangers. 

The inertial 
damping and 
structural 
integrity 
systems 
ensure the 
safety of ship 
and crew. 

150-millicochrane subspace 
field distortion amplifiers. 

Under normal circumstances 
the primary generators operate 
in 48-hour shifts with a 12- 
hour rest period for 
maintenance and degaussing. 
The graviton polarity sources 
are rated for 2,500 hours of 
operation before the 
superconductive elements 
require routine servicing. 

The inertial damping 
system uses its own network 
of molybdenum-jacketed 
waveguides, which are parallel 
with those used by the SIF. 

The inertial dampers are 
conducted by synthetic 
gravity plates. 

In normal flight mode, 
at least two of the inertial 
damping generators are active 
in each hull. If extreme 
maneuvers are required, the 
remaining generators can be 
brought online. At Red and 
Yellow Alert all the inactive 
generators are brought to hot 
standby so that they are 
available for immediate use. 

The inertial dampers provide 
an inertia-free environment in 
all the habitable areas of the 


vessel. They do this by 
generating a low-level 
forcefield which averages 75 
millicochranes. In order to 
maintain this environment as 
the forces acting on the ship 
change, the inertial damping 
system attempts to predict 
the amount of force that will 
be generated by starship 
maneuvers. The computers 
then adjust the strength of the 
forcefields to absorb the 
appropriate amount of inertial 
force. The ship's computers 
can cope with most 
maneuvers programmed in by 
the flight controller because 
they know exactly what is 
going to happen, and the 
crew are rarely aware of any 
acceleration. There is a 
timelag, but at impulse speeds 
this is only in the region of 
300 milliseconds. But the 
inertial dampers are less 
effective when the ship is 
hit by weapons fire or the 
flight controller initiates 
extremely sudden or sharp 
maneuvers. 

Reduced poiuer mode 

When a Galaxy -class ship 
is operating on reduced power, 
the demands of both the 
structural integrity field and 
the inertial damping system 
can be reduced. Structural 
integrity for the whole vessel 
can be provided by a single 
generator and, similarly, inertial 
dampers can function on one 
generator. In these cases, the 
generators use the field 
conduit umbilical connect 
between the saucer section 
and the engineering hull. 




O Inertial dampers can go offline after a 
damaging attack. When this happens, 
the crew are unprotected against impact. 


O During normal activities, such as 

relaxing in Ten-Forward, the crew don't 
even notice the effects of inertial dampers. 


O Sometimes it becomes necessary to 
brace for impact, either from incoming 
weapons or ship crashes. The inertial 
dampers help, but are not always sufficient. 
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STARSHIP LOG 


STAR TREK: THE NEXT GENERATION 




CAPTAIN’S LOG 
STAROATE 


41S4S.4 


Ifie U.S.S. Enterprise NCC-1701-D discovers Lo.re, an android identical fo Lieutenant 
Commander Data. He claims to tie an earlier, more perfect model, but unlihe Data be is 
capable of lying, and bis tale is dangerously far from tbe truth. 


Our last assignment has 
taken us into the remote 
Omicron Theta star system, 
home of our android crew 
member, Lieutenant 
Commander Data. Although 
we're due at our next 
assignment, I have decided to 
visit Data's home planet..." 


T he U.S.S. Enterprise NCC-1701-D 

is traveling past Omicron Theta, the 
planet on which the ship's android 
crew member, Lt. Commander 
Data, was discovered some years 
earlier. Captain Picard decides to 
send an away team down to take a 
look around, but the Enterprise registers no 
lifesigns from the planet. The away team 
beam down to the barren wasteland, once a 
lush farming community. Geordi La Forge 
theorizes that Data would have been found 
at around the same time the planet 'died'. 

Initially, Data can shed no light on the 
situation, but slowly his memories begin to 
return. He carries the recollections of the 
400 colonists who lived on the planet, and 
remembers that this information was 
programmed into him hurriedly, but he does 
^ ot know why. He has no memories of his 
life prior to reactivation and discovery by 
the U.S.S. Tripoli, the Federation ship 
which found him on the planet's surface. 
Geordi discovers a cave and leads the away 
team inside. Data remembers the colonists 
hid from the Tripoli here, not wanting to be 
discovered. 


Pieces offbe pas! 

Inside the cave, there is a deserted 
laboratory which. Data tells his crewmates, 
belonged to Dr. INIoonien Soong, a human 
cyberneticist who left Earth and disappeared 
after his dreams of creating a positronic 
brain failed. Inside the laboratory, the 
systems still appear to be online. The away 
team find the walls covered in childlike 
drawings of what appear to be giant 
snowflakes, and a storage compartment 
containing a disassembled Data-llke 
android. Data gets quite excited at the 
prospect of having a 'brother', someone 
he can relate to. 

Back on the Enterprise an engineering 
team, with the help of Dr. Crusher, 
reassemble the android. He says his name 
is Lore and that he was built by Dr. Soong 
to be a replacement for the 'flawed' Data. 
Identical to Data in every way, he at first 
appears eager to please the Enterprise 
crew, and says that this is part of his 
programming. However, he seems more 
arrogant than Data, lacking the other 
android's naivete and charm. When the 
two are alone. Lore tells Data that they are 


ON SCREEN... 


*■> 


' 


1 ¥ 


7 Z? e awa V team beam down to Omicron 
Theta. The surface of the planet is still 


a barren wasteland. 


2 A storage compartment in a deserted 
laboratory contains a disassembled 
android identical to Data. 


2 With the help of Dr. Beverly Crusher, 
an engineering team are able to 
reassemble and reactivate the second 
android. He tells them his name is Lore. 


4 *- urt! appears to be friendly and eager 
to please. He is physically identical to 
Data, but his behavior patterns seem to be 
more human. 


5 Children s drawings found on Omicron 
Theta give clues about the Crystalline 
Entity which devastated the planet. 


Q intending to offer the U.S.S. 

ENTERPRISE to the Crystalline Entity, 


--- yoiaiKiit; Clllliy, 

Lore overcomes Data and takes his place. 


. ' ■ ■ ■ ■ ........... . 


























STARSHIP FACTS 


■STARS# LOG 

DaTalore' 

superior to humans and that Data should 
be more ambitious. He calls their creator 
"Often-Wrong Soong", and admits that he 
was built first, but he was so perfect that the 
colonists feared him. Dr. Soong was forced 
to dismantle him and instead built Data, a 
less perfect model whom the colonists 
would not see as a threat. He says he can 
help Data to become more human. 

Lore tells the Enterprise crew what he 
knows of the events leading to the colonists' 
deaths. The planet was attacked by a 
Crystalline Entity which fed on life; it 
ignored Data and Lore because they are 
inorganic life forms. They were both also 
m deactiveated at the time of the attack. The 
Crystalline Entity is a massive, spaceborne 
creature which resembles a giant snowflake 
and is capable of sucking the life from any 
planet in its path; the drawings found on the 
planet match Lore's description. But Lore is 
not as friendly as he seems; his behavior is 
more human than Data's, but consequently 
he is also capable of evil. Lore has learned to 
communicate with the Crystalline Entity, and 
plans to offer it the Enterprise for its next 
meal, as a rich source of organic life. 

Double deception 

Lore teaches Data how to enjoy a 
champagne toast, but he has poisoned 
Data's drink. With Data incapacitated, Lore 
swaps their clothes. He convinces the 
Enterprise crew that he is Data, and that the 
unconscious android is Lore. He says that 
Lore attacked him, and he was forced to 
deactivate him in self-defense. 

Wesley Crusher, however, becomes 
suspicious when 'Data' displays Lore's 
distinctive facial tick, and Dr. Crusher also 
suspects something is wrong when she 
learns that the android has told Wesley 
about his on/off switch when he had 
previously asked her to keep its existence 
secret. 

The Crystalline Entity appears, and 
Commander Riker and Wesley accompany 
'Data' to reactive 'Lore' so that they can ask 
him more about the phenomenon. 'Data' 
claims their presence will make Lore more 
difficult to control, and asks them to leave so 
that he can be alone with the dangerous 
android. Back on the bridge, the Entity 
attacks. 'Data' communicates with it, and 
tells it that humans are dangerous. This 
seems to make it retreat. Wesley is still 
suspicious, but when he raises his fears with 
the captain, Picard refuses to listen, and 


|| Beverly, Wesley, and Data head for 
the cargo bay, where they confront 
the scheming Lore. Lore is prepared to 
shoot them to see his plan through. 


orders him off the bridge. 

Convinced that all is not as it seems, 
Wesley and Beverly Crusher go to the 
unconscious android and revive him. They 
then accompany the real Data to the cargo 
hold, where they find Lore telling the Entity 
how it can destroy the Enterprise. Lore 
overpowers Beverly and threatens to kill 
her son; he then shoots Beverly as she tries 


ON SCREEN... 


to leave. But Data manages to overcome 
him, and he is forced onto a transporter 
platform from where he is transported off 
the ship. With its point of contact gone, the 
Crystalline Entity also retreats. A security 
team arrive with the captain and, after Picard 
has apologized to Wesley and reinstated his 
position, he concludes that, in his opinion, 
Data is more human than Lore. 


>12 Luckily, Data is able to overpower 
his evil twin. Lore is beamed into 
space and, once he is off the ship, the 
Crystalline Entity retreats. 


A Data was discovered by the U.S.S. 

^ Tripoli in 2338. It is believed that the 
signal which led the ship to him also 
switched him on when it arrived. 


The Crystalline Entity is later 
destroyed by Dr. Kila Marr, a 
xenologist whose son, Raymond 
was killed at Omicron Theta. 


y Back on the U.S.S. ENTERPRISE, the 
ship is approached by a massive, 
spaceborne creature which resembles 
the object in the children's drawings. 


q When Wesley voices his belief 
that 'Data' is really Lore dressed in 
Data's Starfleet uniform. Captain Picard 
dismisses him from the bridge. 


The Crystalline Entity is a giant, 
snowflake-like creature which drains 
energy. If it can, it will feed off the 
ENTERPRISE and destroy the ship. 


Wesley and Dr. Crusher are 
convinced that something is wrong. 
They risk reactivating the unconscious 
android, who confirms their suspicions. 
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‘BATTLE LIIMES J 

"The Gamma Quadrant is 
70,000 light years from Bajor. 
It would take our fastest 
starship over 67 years to get 
here. You'll be seeing what 
this wormhole is worth to 
Bajor in a few years." 

- Sisko to Kai Opaka 


The Ennis and IMol-Ennis are ancient 
enemies. They were originally sent 
to the penal colony as an example 
to others. 


ai Opaka makes a surprise visit to 
Deep Space Nine and asks if she 
can make a journey through the 
wormhole. Sisko, Bashir, and 
Major Kira accompany her. Sensors 
on the Yangtzee Kiang soon pick 
up^a narrow-band subspace signal; 
~~, " ' --- «.j source, a 


* the Runabout heads toward the zzz-'zz 
network of artificial satellites orbiting a 
moon. The Runabout is scanned, then fin 
upon by one of the satellites, forcing Kira 
crashland on the moon below. 

The Kai is injured in the crash and dies 
- shortly afterward. Kira is distraught; she 
begins to perform a Bajoran prayer' 
ceremony for Opaka, but is interrupted b\ 
group of armed males, who take her, Sisk 
and Bashir to a cave. 

Captives in an ancient laar 

The leader of the group explains that 
their race is known as the Ennis and that 
the moon is a penal colony; the Ennis are 
prisoners, as are their enemies, the Nol- 
Ennis. Suddenly, the Nol-Ennis launch a 
fierce assault. Kira helps to ward off the 
attackers, while Bashir and Sisko are 
shocked to find the Kai has seemingly 
come back to life. 

Opaka's physiology has been altered; 
Bashir speculates that the moon^ 
atmosphere contains regenerative microbe 
somewhat similar to nanites. As oart of 


a rare appearance on 
DEEP SPACE NINE and asks to take her 
journey through the wormhole. Sisko, 
iir and Kira are to accompany her. 


2 The YANGTZEE KIANG Runabout i 
fired upon by a defensive satellite 
crashlands on a moon, fatally injuring 
Opaka. Kira is deeply distressed. 


/t Major 
* Kira is 
injured in 
the crash, 
but says 
she'll live. 
Bashir 
offers to 
train some 
of the Ennis 
in field 
triage so 
they can 
treat their 
wounded in 
their eternal 
battle with 
the Nol- 
Ennis. Sisko 
tells his 
crew not 
to expect 
a quick 
rescue. 


The survivors of the 


5 re,/s the Kai that she used to be 
a violent person without a soul or a 
conscience, but now she has changed. 
The Kai touches her 'pagh', or life force. 


6 S ' sko an 9rily tells the two groups that 
* he \ r ° nly Purpose is to make the other 
s u ff er. When fighting begins, he withdraws 
his offer to transport them off 


the moon. 





The Storyteller' + 

When a Bajoran storyteller dies, Chief Miles O’Brien is appointed tiis reluctant 
successor. But is he lust being used to help the real heir to this important position 
regain the respect and trust of the villagers? 


STATION LOG 

STARDATE 4B7H9.1 

"The Bajoran Government 
has asked me to mediate a 
disagreement between two 
rival factions, the Paqu and 
the Navot. At issue is a land 
dispute which could trigger 
a civil war." 

- Commander Sisko 



ARSHIP FACTS 


During the occupation, the 
Cardassians diverted the Glyrhond 
river - the border separating the 
Paqu from the Navot - for use in 
mining operations; it now flows 
20km from its former position. 


S isko and Kira are mediating in a 
land dispute between two Bajoran 
groups, the Paqu and the Navot, 
but they soon learn that neither the 
Paqu nor the Navot representative 
is prepared to compromise. 

Meanwhile, Bashir and O'Brien 
are called to a medical emergency on Bajor. 
They are taken to see a dying old man. He 
is the Sirah, or storyteller; every harvest, he 
wards off a monster known as the Dal'Rok. 
It is due to return tonight; if the Sirah dies, 
the village is doomed. The Sirah claims the 
Prophets are instructing him to appoint 
O'Brien as his successor. 

That night, the Sirah is taken from his 
sickbed into the square. In the sky a cloud 
unfurls and fires energy bolts at the village. 
The Sirah starts to tell his story, but 
collapses. At his request O'Brien continues 
the tale, and the Dal'Rok retreats. The Sirah 
dies shortly afterward, and the crowd hail 
O'Brien as the new storyteller. 


7 The 

leader, or 
tetrarch, of 
the Paqu is a 
Bajoran girl 
named Varis 
Sul; Sisko 
and Kira are 
surprised to 
find such a 
young person 
with this 
responsibility. 
The land 
dispute with 
the IMavot 
seems to be 
insoluble, 
with two 
implacable 
sides refusing 
to give in. 


2 Jake and Nog loiter above the 

Promenade and throw things at people 
below. Jake wants to play baseball on the 
holodeck, but Nog says that's boring. 


O'Brien is later attacked by Hovath, the 
Sirah's apprentice. He believes he should be 
the storyteller as he trained with the Sirah 
for nine years, and learned that the Dal'Rok 
is really a projection of the villagers' fears 
and hatreds, created by the very first 
storyteller. With the aid of an Orb fragment, 
the Sirah harnesses the villagers' collective 
will in order to defeat the Dal'Rok. Three 
nights ago, Hovath was allowed to tell the 
tale; he failed to overcome the Dal'Rok and 
the old Sirah had to take over. That evening, 
O'Brien fails to defeat the Dal'Rok; Hovath 
intervenes, the Dal'Rok vanishes, and Hovath 
wins back the villagers' acclaim. O'Brien and 
Bashir slip quietly away. 

Back on Deep Space Nine , Sisko learns 
that the Paqu leader, inspired by advice 
from Nog, has come round to the idea of a 
compromise. In exchange for free trade 
access to both sides of the river, the Paqu 
will give the Navot the disputed land. 


^ Hovath, the Sirah's apprentice, tends to 
the dying old man. O'Brien successfully 
overcomes the Dal'Rok, and the villagers 
hail him as the new Sirah. 


2 The Sirah performs his storytelling to 
rid the villagers of the Dal'Rok. During 
his story, he collapses and is unable to 
continue; Chief O'Brien takes over. 


c O'Brien's next attempt is a failure. 
u Bashir thinks he has been made use 
of by the old Sirah to boost the villagers 1 
confidence in his successor, Hovath. 


g Hovath takes over from O'Brien, and 
U unites the villagers once more. He 
encourages them to tell the Dal'Rok that 
they are strong, and will defeat it. 
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‘STAR TREK II: 

THE WRATH OF KHAIM’ 

Trouble with the nebula , sir, 
is all that static discharge and 
gas clouds our tactical display. 
Visual won't function, and 
shields will be useless ." 


Saavik to Kirk 




OF KHAN 


irk reaches for h 


is communicator 
J J ar >d contacts Spock, asking if he is 
■gP ready to beam the landing party 

■ ■ aboard. Spock replies that they are 
I I right on schedule, and everyone is 

■ ■ beamed back to the U.S.S. 

■ ™ Enterprise NCC-1701 But Saavik 
is perplexed; Spock had said it would be 
two days before the ship was repaired. 

Now it's Kirk's turn to quote a regulation; 

if transmissions can be monitored, no 
uncoded messages should be sent on an 
open channel. Spock said "days", but he 
meant hours". But there is no time for • 
further instruction; they have only minutes 
in which to act. 

The Enterprise has only partial main 
power, but Kirk orders the crew to battle 
stations. A tactical view of Regula shows 
the Enterprise and the U.S.S. Reliant NCC- 
1864 each circling the planet. The Reliant 
can still outrun, and outgun, the Enterprise, 
so Spock recommends they head into the 
Mutara Nebula. Khan is sure to follow, 
but the static discharges will disable both 
ships shields and viewers, and the gas 
will cloud tactical displays, thus evening 
up the odds. 


7 K!rk contacts Spock from the Genesis 
cave and the landing party are beamed 
up to the U.S.S. ENTERPRISE. The ship has 
only partial main power. 


2 vn me tnitRPRISE viewscreen, the 
; bridge crew are clearly able to see tl 
the U.S.S. RELIANT can outrun and outai 
them without much difficulty. 


The Enterprise makes for the nebula, and 
Khan spots them. He is pleased that his 
rival's ship is not as wounded as he was led 
to believe; the battle can continue. 

The Reliant takes up the pursuit and fires 
_ warning shots at the Enterprise , until 
Joachim slows the ship. He is unwilling to 
follow the Enterprise into the nebula, 
knowing that they will lose their shields and 
weapons. Noticing that the Reliant has 
reduced speed, and knowing that he has to 
provoke Khan into chasing them so they can 
retrieve or destroy the Genesis Device, 

Kirk opens a channel to the Reliant 

"This is Admiral Kirk. We tried it once 
your way, Khan. Are you game for a 
rematch, Khan?" he goads. "I'm laughing 
at your'superior intellect'." 

Khan is growing more and more irate, 
and orders Joachim to follow the Enterprise 
into the nebula. Joachim pleads with his 
commander to settle for having the Genesis 
Device, reminding his leader that he will be 
able to do anything he wants, but Khan 
cannot and will not restrain himself. "Full 


3 ENTERPRISE heads straight for the 
Mutara Nebula with the RELIANT in hot 
pursuit. The nebula is Kirk's only chance to 
3ven the odds between the two ships. 


4 Joachim slows the RELIANT's speed 
believing that Khan would not want 
to enter the nebula. But Khan has other 
plans, and demands full impulse. 


5 The final showdown between Kirk and 
Khan is about to take place as the 
RELIANT moves further into the nebula. 


6 The two ships pass each other in the 
nebula. Sensor readings are ineffective 
only Kirk's tactical skills are left. 









In the nebula, Spock realizes that 
Khan is only thinking in two dimen¬ 
sions. If Kirk uses three-dimensional 
tactics, they will be able to defeat 
their enemy. 


begins the steps to activate Genesis. 

On the Enterprise bridge, Spock detects 
the unusual energy pattern. David Marcus 
checks Spock's monitor, and immediately 
recognizes that it is the Genesis wave. 

The device will detonate in four minutes, 
obliterating everything in the vicinity, 
including the Enterprise. 


Uhura sends out demands for Khan to 
surrender and to prepare to be boarded. 

Khan slowly rises from the wreckage. 
Blood streaming down his face, he drags 
himself over to the control console for the 
stolen Genesis Device. "No, Kirk," he gasps 
to himself. "The game's not over." Using 
every ounce of strength he has left, Khan 


power, damn you!" he barks, and, shoving 
his lieutenant aside, he pushes the controls 
himself. 

With that, the Reliant follows the 
Enterprise into the Mutara Nebula, preparing 
for a deadly game of cat and mouse. 

Drifting through the pink and blue vapors 
of the perilous nebula, unable to detect each 
other, the Reliant and the Enterprise are 
rocked by the violent storms there. Their 
viewscreens are filled with static, their 
shields are down, their phaser locks 
^inoperative. Calculating that Khan will keep a 
steady course, Sulu swings the Enterprise 
into a wide arc, hoping to come up behind 
the Reliant. With Admiral Kirk telling him to 
use his best estimate, Sulu fires into the 
vapor. The Reliant is rocked, but not 
damaged. Khan orders aft torpedoes to be 
fired, but they carry wide of the Enterprise. 


The ships continue to maneuver blindly 
through the nebula until they almost collide. 
Finally, seeing its prey, the Reliant' s phaser 
fire finds its mark, cutting a huge hole in 
the Enterprise's hull. This sets off large 
explosions in the torpedo bays and the 
engine room, causing a severe radiation 
leak. Scotty is forced to take the mains off 
line, and then collapses. 

The Enterprise returns fire, pelting the 
Reliant's bridge and inflicting heavy 
damage. Khan and his followers are hurled 
around the reeling ship. The smoke clears, 
and Khan is on his feet, straining to lift a 
heavy piece of shattered equipment off of 
the mortally wounded Joachim. Kneeling 
down, Khan cradles his trusted deputy in his 
arms, promising to avenge him as well. As 
Joachim dies, Khan hugs him fiercely. 


O The RELIANT turns on the 
" ENTERPRISE and cuts a large hole 
in her hull , causing massive explosions in 
the torpedo bays and Main Engineering. 


y Kirk puts the U.S.S. ENTERPRISE in a 
' wide turn and approaches the U.S.S. 
RELIANT from the stern. He fires, causing 
considerable damage to the enemy ship. 


Over on the Enterprise, Pavel Chekov, 
now almost fully recovered, returns to his 
familiar post at the weapons console. The 
Reliant has drifted away, but Kirk is taking 
no chances, urging everyone to look sharp, 
hoping to spot any sign of their enemy. 
Eventually, on Spock's advice, Kirk moves 
the Enterprise downward, and after several 
tense moments the static-filled viewscreen 
reveals the vague image of the Reliant. Kirk 
gives the order to fire. 

Chekov sends multiple torpedoes at 
Khan's ship, completely blowing away the 
port engine. More explosions rip through 
the Reliant's bridge, killing the remaining 
crew and burying Khan in the wreckage. 
Fatally crippled, the Reliant floats awkwardly 
in space. The Enterprise ceases to fire as 


*10 Kirk, using three-dimensional battle 
techniques to outwit Khan, moves the 
ENTERPRISE into position and manages to 
cripple the RELIANT. 


q The RELIANT's bridge suffers major 
” damage, and Joachim is killed. Khan 
is deeply upset and swears to avenge 
himself on Kirk for this death too. 


(if) The RECANT is dead , as is her 
1 i temporary crew, apart from Khan. 
Although badly injured, he manages to 
gather enough strength to arm Genesis. 


12) Spock picks up an unknown energy 
source from the RELIANT. David, 
horrified, recognizes it as the Genesis 
wave. The ENTERPRISE cannot escape. 



u ——- ; 

* 


* 
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continued 


dodecahedron A geometric shape with 72 faces. 

Such a shape was part of a barroom puzzle that Neelix 
offered to help Jal Tersa solve in 2372. (Starship Log- 
Alliances’ [VOY]) SEE FILE 71 

Bite, JOln Name given to a Zalkonian refugee 
treated aboard the U.S.S. Enterprise NCC-1701-D. Doe 

and other members of his species were transmutating 
into energy-based beings while the Zalkonian junta 
attempted to annihilate them. With Dr. Crusher's help 

Sfrn e S ™™ S J ful - iStarship Log: 'Transfigurations' ' 

11 NbJ) SEE FILE 69 

Booh. Romah Executive officer of the Tygarian 
freighter Nanut. Doek delivered the would-be 
stowaway Li Nalas to Commander Sisko in 2370, prior 
to departing for the Gamma Quadrant. (Starship Log- 
The Homecoming’ (DS9J) SEE FILE 70 

O Elaan, the 
Dohlman of 
Etas, has tears 
which contain 
a chemical that 
makes men fall 
uncontrollably 
in love with her, 
including Kirk. 

Dohlman The 

sovereign authority 
of the Elasian nation. 

In 2268, the U.S.S. 

,Enterprise NCC-1701 

conveyed Elaan, the current Dohlman, to an arranqed 
marriage with the monarch of Troyius. (Starship Log- 
Elaan of Troyius' [TOS]) SEE FILES 18, 68 

Dohachin, Klim Starfleet employee, a Zakdorn 

and administrator at the off-planet surplus depot near' 
Qualor II ,n 2368. The officious Dokachin assisted in 
the investigation of the mysterious Vulcan ship T'Pau 
(Starship Log: 'Unification', Part I [TNG]) SEE FILE 69 

DOhharan fCmplG Historic and venerated house 
of worship of Kural-Hanesh. Renowned for its balance 
and proportion, this architectural monument is a favored 
topic in the elementary school aboard the USS 


O While 
aboard 
the U.S.S. 
ENTERPRISE, a 
Zalkonian was 
dubbed John 
Doe because 
he was 

unaware of his 
own name. He 
was mutating 
into a higher, 
energy-based 
life form. 


lOlfll, Gfijl Commander of a Cardassian warship 
orce, he led a 2368 effort to assassinate the Bajoran 
militant Orta through an assault on Orta's 4/jfares-class 
spacecraft. (Starship Log: 'Ensign Ro' [TNG]) SEE 

FILE 69 


dolamide 


Dynamic chemical substance utilized as a 
tuel or power source in various energy generators and 
propulsion systems, and in weaponry manufactured for 
Cardassian forces by the Valerians. (Starship Loa- 
Dramatis Personae' [DS9J) SEE FILE 70 


DolDargn sleeping fiance co™* 8s « eof 

unconsciousness. Grand Nagus Zek feigned his own 
death by self-inducing the trance in 2369 as a means of 
estmg the readiness of his son Krax to succeed him 
(Starship Log: The Nagus' [DS9]) SEE FILES 51, 70 

iillflfS The basic unit of currency used in the United 
states of America for several centuries. Quark had 
never hea rd of them, and preferred gold in exchange for 
providing General Denning with 24th-century weapons. 
(Starship Log: Little Green Men' [DS9]) SEE FILE 70 

iJOfU jOf Game in which players strike colored 
spheres on a table with raised edges; it is similar to 
billiards. Jake, Nog and Leeta all enjoy it, and Picard's 
heart injury stems from a confrontation with some 
Nausicaans during a dom-jot contest. ( Starship Log: 
Tapestry [TNG]; 'Little Green Men' [DS9]) SEE FILES 
7, 66, 69, 70 

dOfTldfli A ritualistic staff used by the guests and 
celebrants as part of the traditional Taresian weddinq 
ceremony. (Starship Log: 'Favorite Son' [VOY]) SEE 

FILES 18, 71 

Dominion, itlfi Powerful interplanetary alliance 

and military bloc in the Gamma Quadrant. Among the 
species and civilizations that comprise the Dominion 

are the Founders, Vorta, Jem'Hadar and Karemma 

[Starship Log. Rules of Acquisition', The Jem'Hadar' 

The Search' [DS9J) SEE FILES 16, 70 

Dominion Infernmenf Camp 371 A pow 

compound, located on an asteroid near the Gamma 
Quadrant aperture of the Bajoran wormhole Worf 
Dr. Bashir, General Martok and Garak were 
imprisoned here in 2373. ( Starship Log: 'In Puraatorv's 
Shadow' [DS9J) SEE FILES 16, 43,48, 70 9 ^ 

liK™, ; O ' Member of the U S -S- Enterprise 
ncc ''70I-D engineering staff during 2368. Donaldson 
assisted with the Enterprise's participation in the soliton 

DOflflfK, CffiUJflin In 2371, Crewman Donark 

was reassigned by Odo to the security detachment 
aboard the U.S.S. Defiant, at the same time as Ensign 


O Gul Dolak commanded a 
Cardassian warship and 
tried to assassinate a Bajoran 
militant, Orta. 


O Dom-jot is a billiards- 
style game played on a 
table using a cue to knock 
balls into holes. The game is 
favored by the Nausicaans, 
who are known to cheat. 






























■ H-Z DATABASE ACCESS POINT 



Palmers was transferred back to night watch. ( Starship Log: 'Shakaar' 
[DS9]) SEE FILES 28, 70 

Donah) V. Battle of Notable military confrontation between the 

United Federation of Planets and the Klingon Empire in 2242. The 
front lines were in the vicinity of Sherman's Planet. ( Starship Log: 
The Trouble With Tribbles' [TOS]) SEE FILES 7, 11, 68 

doomsday machine Huge intergalactic vessel, which 

annihilated multiple planets before being destroyed by Captain 
James Kirk in 2267. The crewless ship was presumably built as a 
warfare stratagem by a currently undiscovered civilization. (Starship 
Log: The Doomsday Machine' [TOS]) SEE FILES 40, 68 


O A potentially 
destructive, 
artificially created, 
door in the universe 
was sealed in 2267. 


in in the 



universe Unstable 

interdimensional portal, 
created by the scientist 
Lazarus in 2267, 
connecting our universe 
with an antimatter 
continuum, where an alternate Lazarus existed. The passageway 
was eventually sealed with both Lazaruses inside. (Starship Log: 
The Alternative Factor' [TOS]) SEE FILE 68 

Doosodiiin Ancient culture known primarily for its enigmatic 

style of poetic expression, which featured lacunae - blank spaces of 
silence intended to emphasize the emptiness of existence in that 
moment. (Starship Log: 'Interface' [TNG]) SEE FILE 69 


O Dopterians share a similar 
cerebral structure to the 
Ferengi, although they are 
more reptilian in appearance. 
Dopterians, one of whom was a 
thief, have appeared on the DEEP 
SPACE NINE space station. 

Dopferians Race whose cerebral 

matter shares certain features with 
that of Ferengi. A Dopterian burglar 
operating on Deep Space Nine stole 
Lwaxana Troi's latinum hair brooch 
and Worf's tooth sharpener, among 
other booty. (Starship Log: The 
Forsaken' [DS9]) SEE FILES 
18, 70 


DorafI Member planet in the United Federation of Planets, 

and site of a 24th century terraforming project in which the U.S.S. 
Enterprise NCC-1701-D was scheduled to assist. (Starship Log: 
'Unification', Part I [TNG]) SEE FILES 4, 69 

dori A unit of fiscal exchange in the municipal society on 
Barkon IV. (Starship Log: 'Thine Own Self' [TNG]) SEE FILES 18, 69 



diplomat Ves Alkar from arbitrating a 2369 peace parley at Rekag- 
Seronia. With the Dorian disabled, the U.S.S. Enterprise NCC-1701-D 
was assigned to transport Alkar. (Starship Log: 'Man of the People' 
[TNG]) SEE FILE 69 

Dories Cluster A concentration of star systems adjacent to the 

Dichromic Nebula. The Ferengi DaiMon Bok, while plotting revenge 
on Captain Picard, was seen here following his release from Rog 
Prison. (Starship Log: 'Bloodlines' [TNG]) SEE FILES 51, 69 

O The colony on Dorvan V 
exists in harmony with 
nature. Their buildings 
incorporate a Native 
American style. 

Donm V A Federation 

member planet until the treaty 
of 2370, when the populace 
of ethnic Native Americans 
placed themselves under 

Cardassian jurisdiction in order to preserve their culture and adopted 
homeland. (Starship Log: 'Journey's End' [TNG]) SEE FILE 69 

Dosi Gamma Quadrant species. The Dosi were believed to deal in 
large quantities of tulaberry wine. (Starship Log: 'Rules of Acquisition 
[DS9]) SEE FILES 18, 70 

double effect principle Philosophical tenet of the Bolian 

Middle Ages: "An action that has the principal effect of relieving 
suffering may be ethically justified even though the same action has 
the secondary effect of possibly causing death." Janeway quoted it 
while considering a Q's request to commit suicide aboard the U.S.S. 
Voyager. (Starship Log: 'Death Wish' [VOY]) SEE FILES 7,71 

O A Douwd is a shapeshifter 

with enormous powers whose 
real form is of a humanoid shape, 
but a noncorporeal nature. 




Dorian 


Transport ship that was attacked to prevent Lumerian 


An energy-based, sentient 
race, possibly immortal. Individuals 
often indulge their yen for fabrication 
and deceit by configuring themselves 
as other life forms, and exercising 
their considerable powers. (Starship 
Log: 'The Survivors' [TNG]) SEE 
FILES 58, 69 


Down fire River Lighr A famous literary work by the author 

Caster. Audrid Dax read all 17 volumes aloud to daughter Neema 
when she was hospitalized with Regulan fever at age six. (Starship 
Log: ' ... Nor the Battle to the Strong' [DS9]) SEE FILE 70 

Doyle. Sir Drttiur Conan British physician and writer, born 1859, 

died 1930. Best known for his detective stories featuring Sherlock 
Holmes and his nemesis Professor Moriarty. Lieutenant Commander 
Data is a Holmes aficionado. (Starship Log: 'Elementary, Dear Data' 
[TNG]) SEE FILE 69 

Dozario sqsfen) Remote star system. In 2372, Kira Nerys and 

Gul Dukat found the wrecked fuselage of the Ravinok , a long-missing 
Cardassian prison transport, on a desolate planet here. (Starship Log: 
'Indiscretion' [DS9]) SEE FILE 70 

















